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The Puppeteer 


Hands waving behind shadows, swift as wires dance from 
the tips of fingers in delicate movements, the sound of 
wooden bodies moving, clicking loudly, hollow feet patting 
across a stage - before a sudden burst of applause. Puppetry 
is theater. On the corners of busy streets, on stages framed 
in light, to the large Opera houses of high society where 
monsters made of wood are made to come to life. 


And like most things of style and complexity, have 
inevitably come under consideration in marriage of another 
craft. That oldest of artforms. The art of war. Why should 
you risk your own flesh, when you could substitute it for 
something a little bit more... robust. 


The Puppeteer starts their training as most do. The wizard 
picks up a book. A soldier a sword. For the puppeteer, 
training starts with string and wood. Erratic and clumsy 
movements producing little to no reactions. Hundreds of 
hours of practice later, and the movements themselves start 
to resemble art. The faintest of tugs producing subtle and 
striking actions. And when they have mastered the 
fundamentals, they are allowed to learn the true secrets of 
the craft. The hidden skills of the trade. 


Table : The Puppeteer 


Lvl | Prof Bonus |Flourish Points | Quickfix Pool 
1st +2 3 1d6 
2nd +2 4 2d6 
3rd +2 5 3d6 
4th +3 7 4d6 
5th +3 8 5d6 
6th +3 9 6d6 
7th +3 10 7d6 
8th +4 12 8d6 
9th +4 13 9d6 
10th +4 14 10d6 
11th +4 15 11d6 
12th +5 17 12d6 
13th +5 18 13d6 
14th +5 19 14d6 
15th +5 20 15d6 
16th +6 22 16d6 
17th +6 23 17d6 
18th +6 24 18d6 
19th +6 25 19d6 
20th +6 26 20d6 


Forgoing the strings of silk for something a little bit more... 
ephemeral. Lines of psionic energy, sprung forth from 
fingertips, linking to puppets the size of most humanoids - 
made not only for entertainment, but also for turning the 
battlefield into a stage. 


Hit Points 


Hit Dice : 1d8 per Puppeteer Level 

Hit Points at First Level : 8 + Con Modifier 

Hit Points at Further Levels : 1d8 (or 5) + Con 
Modifier after the 1st Level 


Proficiencies 


Armor : Light Armor, Medium Armor 

Weapons : Simple Weapons 

Tools : Tinkerer’s Tools 

Saving Throws : Dexterity, Charisma 

Skills : Sleight of Hand, and choose three from 
Acrobatics, History, Insight, Investigation, Perception, 
& Performance 


Starting Equipment 


- A Dagger or Quarterstaff 
- An Entertainer’s Pack or Explorer’s Pack 
- Tinkerer’s Tools 


String Range Features 
30 ft. Puppeteering Style 
30 ft. Cunning Fingerwork 
30 ft. Combat Tinkering 
30 ft. Ability Score Improvement 
30 ft. Puppeteering Style Feature 
35 ft. Faroff Grip 
35 ft. Improved Combat Tinkering 
35 ft. Ability Score Improvement 
35 ft. Puppeteering Style Feature 
35 ft. Wirewalk 
40 ft. Superior Combat Tinkering 
40 ft. Ability Score Improvement 
40 ft. Puppeteering Style Feature 
40 ft. Symphony of Strings 
40 ft. Masterful Combat Tinkering 
50 ft. Ability Score Improvement 
55 ft. Puppeteering Style Feature 
60 ft. Puppetmaster 
75 ft. Ability Score Improvement, Self Repair 
100 ft. Substitute Puppet* See Garrote 
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Features 


Flourish Points - The Puppeteer is, much like the 
bard, a bit of an Entertainer. As such, they spend years 
refining their craft until such time as they develop 
their own ‘flourishes’. These quirks within their 
performance become synonymous with themselves, 
The 
Puppeteer may spend Flourish Points when/as 


branding them and validating their style. 


indicated to achieve a number of special effects unique 
to the class. You regain Flourish Points at the end of a 
long rest. 


Quickfix Pool - The Puppeteer, must as all artisans, 
keep their tools in working condition. When taking a 
Short Rest, the Puppeteer may also spend any number 
of dice from their Quickfix Pool to mend their 
Puppets. They regain all dice in their Quickfix Pool 
after a long rest. During a long rest they may take 
more time to fix their Puppets, and as such Puppets 
also regain all HP after a Long Rest. 


String Range - A Puppeteer might be brilliant in their 
craft, honing it throughout the years of their lives. 
This does not make them immune to the core reality 
of their devices. A Puppeteer may only control their 
Puppets as long as they remain within both String and 
Visual Range. If the Puppeteer can't see the Puppet, 
or it is outside of their range, they lose control over 
the Puppet. The strings may be reconnected upon 
touching a Puppet. These strings are made of psychic 
energy, are only visible upon a Perception Check 
against 8+Prof+Cha, have the same AC as the 
Puppeteer and have HP equal to the Puppeteer’s Level 
+ Proficiency - but can only take Psychic damage. 


Puppeteering Style - All Puppeteers have their own 
reasons for studying the craft. These motivations vary 
extensively, and from them have sprung forth various 
Styles of Puppeteering. Ranging from the more 
common and celebrated Marionette Style, to the 
darker and more violent Garrote Style - they offer the 
practitioner the one thing that binds the craft together 
- Control, to do with as they will, on their own terms. 
You gain Puppeteering Style Features at 5th, 9th, 13th 
& 17th levels. 


Cunning Fingerwork - The Puppeteer may fling, as 
an action, five psychic wires from the tips of their 
fingers. These connect to any single object of 


10+Puppeteer Level in lbs. or less. They may perform 
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any function as described in the Mage Hand spell, 
pulling at the strings to manipulate the object as they 
please. The range of the ability is limited to the String 
Range, and duration is until dispelled by the 
though 


concentrating on a spell. They may use this feature to 


Puppeteer, or failing a Con Save as 
reconnect to their puppet if they lost connection 
before, instead of having to touch the puppet with 


their hands. 


Combat Tinkering - The Puppeteer may, as an 
action, fix one of their Puppets during combat, 
drawing from their remaining Quickfix Pool. To do 
this they must expend one Flourish Point and the 
Puppet must be within 5ft. of the Puppeteer. 


Ability Score Improvement - The Puppeteer may 
add 2 points to any one skill, or 1 point to two skills. 
Alternatively they may choose a feat. 


Faroff Grip - By expending 3 Flourish Points, you 
may, as an action, force a single target to make a Dex 
Save against 8+Prof+Cha or be restrained. The target 
may make, as an action on their turn, an Athletics or 
Acrobatics check to break free. If the Puppeteer takes 
damage, they need to make a Con Save or the effect 
fails. The Puppeteer must have at least one hand free 
in order to use this feature. 


Improved Combat Tinkering - Combat Tinkering 


may now be done as a bonus action, or an action. 


Wirewalk - The Puppeteer may, by expending 3 
flourish points as a bonus action, latch their strings 
onto any point of grip in String Range, and fly towards 
it. The Puppeteer must have at least one hand free in 
order to use this feature. This movement does not 
provoke opportunity attacks. The Puppeteer may also 
bring back, to within 5ft, their puppet. 


Superior Combat Tinkering - As long as the Puppet 
remains under control of the Puppeteer, they may use 


Combat Tinkering at String Range. 


Symphony of Strings - When rolling initiative, you 
may spend 3 Flourish Points to gain the effects of 
Sanctuary with a DC of 8+Prof+Cha, as the psionic 
wires that surround you disrupt the attention of those 
who would attack. Attacking with your puppet does 
not remove the effects of Sanctuary. 


Masterful Combat Tinkering - Combat Tinkering 
may be done as a reaction to damage done to the 


Puppet by spending 3 Flourish Points. 


Puppetmaster - The Puppeteer masters the art of the 
form. When rolling initiative, roll 2d8 and regain that 


as a reaction pull themselves towards the Puppet, or 
the Puppet Towards them - evading the damage 
entirely. 

The 5d6 to their 
Quickfix Pool after a Short Rest, and may choose to 


Puppetmaster regains 


take 4 points of quickfix per dice, rather than rolling 


amount of flourish points. 


The Puppetmaster may now use their 
Cunning Fingerwork to move up to five items, of 
2x(10+Puppeteer Level) in lbs. or fewer items of 
greater weight - to a minimum of one item being 10x 
(10+Puppeteer Level) in Ibs. 


the d6 when attempting repairs. 


Self Repair - Puppets regain 10 HP automatically at 
the start of the Puppeteers turn. 


Substitute Puppet - The Puppetmaster may exchange 
When the Puppetmaster makes a Dex Save 


against taking damage, and either they or their puppet 
are outside of the affected area, The Puppetmaster may 


positions with their puppet as a reaction, expending 3 


Flourish Points. 


RULES FOR PUPPETS 


PUPPET INITIATIVE - Puppets move and act on the Puppeteer’s turn. 


ACTION: PUPPETEERING - As an action the Puppeteer may have all puppets under their control make either an 
attack, grapple, disengage, help or dodge action. Both the Puppet and Puppeteer perform their movements on the 
same turn. The puppet does not have any bonus actions or reactions. Creatures that move out of melee range of a 
puppet, and who would normally provoke an opportunity attack, provoke it from the puppeteer - who may make 
such an opportunity attack with the puppet as long as they can see the target moving away from the puppet. Feats 


such as Sentinel which counter the Disengage action count as though the Puppeteer were in the space of the Puppet. 


MOVEMENT: PUPPETGLIDE - A puppet might only seem to move across the ground because the puppeteer 
wishes them to. Puppets count as ‘hovering’ creatures. They do not need to move across surfaces and may move up 
or down as long as they stay within sight and range. If the puppet should carry anything heavier than the puppeteer 
would be able to move on their own, they need to move along a flat surface beneath them for support. In doing so 


their carrying capacity is double that of the puppeteer. 


CHECKS AND SAVES - The puppeteer makes all checks and saves for the puppet as though they were in their 
position. They must be able to see the puppet in order to do so, and be aware of any actions made against the puppet 
to be able to react accordingly. If the puppet must make a save the puppeteer makes it for them, and the puppet 
succeeds if they do. 


ITEMS AND ATTUNEMENT - Magical weapons, shields and armor which the puppeteer may attune to, may be 
used by their puppets. Damage increases and special abilities may only be effective on one puppet. The puppet may 
use any item or weapon the puppeteer can, as long as they can use it with their limited senses and the Puppeteer can 


see them. 


PUPPET DEATH - Puppets that are destroyed retain their wired connections, unless destroyed by fire or some 
other form of disintegration. If the Puppeteer can reach the puppet, bring it closer to them, or are connected with 


Superior Combat Tinkering - they can fix the puppet as they normally would with their Quickfix Pool. 


If destroyed beyond Quickfix, the puppeteer must spend time and money replacing their puppet. A Puppeteer may 


make more puppets and keep them in a secure space for emergency use. 


e A Marionette costs 2 hours/50 gp per Tier 


e A Ventriloquist Doll costs 8 hours, and 300 gp 
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MARIONETTE STYLE 


Marionette style was the first of the Puppeteering Arts. 
While the puppets themselves might have been simple, 
they were created to entertain as groups weaving in 
complex patterns. As such, the style developed various 
methods of expanding the character lists, refining the 
mechanisms over time, to create believable and 
effective movement with minimum input. As such, 
Marionette style is the only of the Puppeteering arts 
that allow the user to have more than one puppet at a 


time. 


Turned to combat, as most things are, they 
serve to confuse and overwhelm the enemy - offering 
strategic placements to afford advantage to allies, or 
serving as cover or distraction away from their 
puppeteer. When not in combat, they walk and ‘live’ 
alongside their users, sometimes dressed as other 
people - never mistaken for real humanoids however - 
often carrying the luggage of their creator. The user 
may absentmindedly place them nearby when not 
needed, yet always within reach should danger 


suddenly appear. 


The Marionette can’t talk, or emote in any 
way. It has no perception of it’s own, nor any will. 
When not active it is considered no more than an 
object. As such the Puppeteer must always be able to 
see them in order to direct their movements. 


e At level 1 - You may control more than one 
puppet, using one hand. You may have 2 
Marionette puppets of Tier 1. 


You may spend 1 Flourish Point to allow a 
puppet to give the help action while also 
making an attack. 


e At level 5 - You now have 2 puppets of Tier 
2, controlled by one hand. Having a puppet 
within five feet of the Puppeteer adds +2 to 
the Puppeteer’s AC for as long as they remain 
there. On a hit against you, at the cost of 1 
Flourish Point, you may have a puppet 
intercept and take the damage instead,, as long 
as they are within 5ft of you. 


e At level 9 - You now have 3 Puppets of Tier 
2, controlled by one hand. You may spend 
both your action and bonus action to fix two 
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different puppets on the same turn, expeding 
4 Flourish Points. 


You may take one more reaction per turn 
through your puppets by expending a flourish 
point for each reaction. 


At level 13 - You now have 4 Puppets of Tier 
3, controlled by one hand. You may fix any 
number of them during Combat Tinkering, 
expending 2 Flourish Points for each Puppet 
healed beyond the first. 


At level 17 - You now have 5 Puppets of Tier 
4, controlled by one hand. If two or more have 
been broken beyond repair, you may spend 
your action to piece together a functioning 
puppet from the scraps. You need to be within 
5ft. of both broken puppets. 


You may choose to allocate attacks and 
distribute them between your puppets. You 
may choose to have one puppet attack twice 
while forgoing the chance to attack for 
another. Each puppet may only make a 
maximum of two attacks. 


Tier 1 Marionette 10+P.Level 8+P.Dex 
Medium Construct H P A C 
RESISTANCES - Piercing Damage that is not magical 

IMMUNITIES - Int & Wiz Saves, Psychic Damage 

VULNERABILITIES - Fire Damage 


MOVEMENT - 30 ft Puppetglide 


ATTACK To Hit: Prof+DEX 1d4+DEX  PIERCE/SLASH 
Tier 2 Marionette 15+P.Level 10+P.Dex 
Medium Construct H P A C 


RESISTANCES - Piercing, Slashing, and Bludgeoning Damage that is not magical 
IMMUNITIES - Int & Wiz Saves, Psychic Damage 
VULNERABILITIES - Fire Damage 


MOVEMENT - 35 ft Puppetglide 


ATTACK (Magical) To Hit: Prof+DEX+1 1d8+DEX PIERCE/SLASH 
Tier 3 Marionette 15+P.Level 12+P.Dex 
Medium Construct H P AC 


RESISTANCES - Piercing, Slashing, and Bludgeoning Damage that is not magical 
IMMUNITIES - Int & Wiz Saves, Psychic Damage 


MOVEMENT - 40 ft Puppetglide 


ATTACK (Magical) To Hit: Prof+DEX+2 2d6+DEX PIERCE/SLASH 
Tier 4 Marionette 20+P.Level 14+P.Dex 
Medium Construct H P AC 


RESISTANCES - Piercing, Slashing, and Bludgeoning Damage that is not magical 
IMMUNITIES - Int & Wiz Saves, Psychic Damage 
MOVEMENT - 50 ft Puppetglide 


ATTACK (Magical) To Hit: Prof+DEX+3 2d8+DEX PIERCE/SLASH 
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VENTRILOQUIST STYLE 


Ventriloquist style came from the increased desire for 
more realistic puppets. Weaving magic into the forms 
of their puppets they could recreate personalities with 
uncanny ability. The complexity of emoting through 
another being makes it impossible to manipulate more 
than one at a time - leading to Ventriloquists spending 


more time refining their puppets. 


As such, they are far more effective than any 
tier Marionette might be on their own. Some 
Ventriloquists come to care for these puppets, naming 
them and befriending them. Many might find this odd, 
as without the control of the puppeteer it remains little 
more than a complex toy. The Ventriloquist however 
scoffs at this, stating that those who would question 
this clearly had very little imagination, and must have 


had a terrible childhood empty of imaginary friends. 


e At level 1 - The Ventriloquist gains 
proficiency in Arcana and Performance, or 
expertise if already proficient, and may cast 
Disguise Self on their doll at the cost of a 
Flourish Point. 


Doing so may create a perfect copy of a person 
the puppeteer has seen and studied for at least 
1 minute. When making a deception check 
through their puppet, the puppeteer may 
choose to use Performance instead. The Doll 
imitates the voice, and physical behaviours 
perfectly. An Insight check against a 
Performance Check by the Ventriloquist may 
have someone suspect a rouse. The 
Ventriloquist may speak through the puppet, 
but can’t see through it. 


e At level 5 - The Ventriloquist Doll may 
attack twice per round. Attacks count as 


Magical. At the cost of one Flourish Point per 
CR level, the Doll may as a Bonus Action take 
the form of another medium creature. An 
Insight Check against a Deception Check of 
the Ventriloquist may show the doll to be a 
fake. 


When Attacking while going undiscovered or 
unsuspected in this form, the doll gains 
advantage on the attack, and does additional 
damage equal to the Puppeteer Level before 
being revealed. Their AC is now 12+P.Dex. 


At level 9 - Attacks add a +1 Modifier. The 
Ventriloquist Doll may now imitate creatures 
of large and medium size, using magic to 
augment their form. Their AC is now 
13+P.Dex. If the Doll makes a Dex save to 
avoid damage, it takes no damage, and takes 
half on failing. 


When attacking from a disguised or hidden 
position, It may make both it’s attacks before 
being revealed, if made on the same target, by 
spending 3 Flourish Points. 


At level 13 - The Ventriloquist Doll may now 
make three attacks a round. Attacks add a +2 
Modifier. Attacks use 2d10 and Crit on 19/20. 
Their AC is now 14+P.Dex. Each flourish 
point spent to imitate another creature counts 
as having spent two. Creatures not immune to 
charm have disadvantage on Insight checks 
against your deception. 


At level 17 - Attacks add a +3 Modifier. 
Attacks use 2d10 and crit on 18/19/20. When 
hitting on an attack, you may spend Flourish 
points to do extra damage, adding d6’s from 
your Quickfix Pool to the attack per point 
spent. Their AC is now 16+P.Dex. 


Ventriloquist Doll H A C BS 
Medium Construct 

RESISTANCES - Piercing, Slashing, and Bludgeoning Damage that is not magical 

IMMUNITIES - Int & Wiz Saves, Psychic Damage 

MOVEMENT - Puppetglide = to String Range 

ATTACK To Hit (Prof+DEX) 1d10+DEX PIERCE/SLASH 
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SHADOW STYLE 


Shadow style was first developed by a sect of skilled 
assassins, who wished to reform and direct the the 
potential of Puppeteering, and make it relevant to their 
Refining the 
properties of the String, they managed to make it truly 


rogish endeavours. already subtle 
undetectable. Shadow style strings move from the tips 
of the Puppeteer’s fingers, through the Shadowfell 
itself, before resurfacing inside the target. As such any 
use of Detect Magic would see only faint wisps of 
energy on the tips of the Puppeteer’s fingers, and see 


no effect on the target. 


Furthermore, instead of linking their strings 
to limbs, Shadow Style Puppeteers link themselves to 
nervous systems, and some skilled ones link even 
directly to the brain. This betrays the intent behind the 
form. The Shadow Puppeteer uses no puppets hewn 
and shaped of wood... but rather puppets made of 
people - or at least, that is the hope. To master this 
very difficult technique they first practice on Beasts, 
moving up in the food chain through Undead - and 


finally Humanoids. 


The Process of controlling a being so 
intimately affects the mind of the user, often having 
them dream of events their Puppet went through in 
life, sometimes even mistaking themselves for being 
their puppet. 


e At level 1 - The Shadow Puppeteer may 
choose one Beast of CR 1 or lower. This beast 
now counts as their Puppet. It is no longer 
considered alive, and does not need food, air, 
or rest. The transformation must take place 
within one minute of death. As long as the 
Puppeteer retains control over it, it does not 
decay. While in control of the puppet, the 
Shadow Puppeteer may heal the Puppet 
through their Combat Tinkering as another 
Puppeteer would with a normal puppet. The 
Puppet can not be healed in any other way. If 
the Puppet reaches OHP, the link is severed 
and the Puppet is permanently lost. It can not 
be connected to again. 


To connect the strings to a creature, the 
Puppeteer must touch a corpse and spend a 
flourish point per CR level, minimum 1. 
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At level 5 - The Shadow Puppeteer may 
choose one Beast of CR 2 or lower. 


The Shadow Puppeteer learns how to hide 
their Puppets from the world. They may, 
upon connecting to a Beast, hide it in a pocket 
dimension between the Shadowfell and the 
Prime Material Planes. They can dismiss or 
call back their puppet as a Bonus Action. 
When summoning their Puppet, it appears 
anywhere in sight and String Range. 


The Puppeteer can choose to perceive through 
the senses of their puppet for one hour by 
expending 2 Flourish Points. 


At level 9 - The Shadow Puppeteer may now 
transform both Beasts and Undead into 
Puppets as long as their CR remains 3 or 
lower. Undread can’t regain spell slots once 
used, but retain the ones unused at point of 
death. They have no will of their own, and 
can't speak. Furthermore, they may have two 
Puppets Stored in their Shadowfell Pocket 
Dimension, but can’t have both out at the 
same time. If the second is called out while the 
first is still on the Material Plane, the first is 
lost and can’t be controlled again. 


At level 13 - The Shadow Puppeteer may now 
transform Humanoids, Beasts and Undread 
into puppets as long as their CR remains 5 or 
lower. They can not regain Spell Slots when 
used, and they can not attune to or use magical 
items. They may use the magical items the 
Puppeteer has attuned to. They have no will of 
their own, and can’t speak. 


At level 17 - The Shadow Puppeteer may now 
transform Humanoids, Beasts and Undread 
into puppets as long as their CR remains 6 or 
lower. 


The connection between the Puppet and the 
Puppeteer is deepend, allowing the Puppeteer 
to sacrifice some of their own life, to fuel their 
creatures. They may as a Bonus Action spend 
a number Flourish Points for each 10hp they 
sacrifice, healing their Puppet for 1 point per 
HP lost, and 1 point per Flourish Point spent. 
They also perceive through the senses of their 
puppets permanently, as long as they remain 
on the same plane of existence. 


GARROTE STYLE 


Renowned as the most violent of all the styles, Garrote 
was developed by a cult worshipping obscure evils and 
devils that preside over domination and torture. First 
used by Shadow Style Puppeteers who accidentally 
channeled their Strings through The Hells, rather than 
the Shadowfell. Instead of imperceptible, ephemeral 
cords - the strings took on a fierce, burning sharpness 
- manifesting physically in a harsh, material form. 


The research was abandoned until found by 
the cult, who then devised a new style from it - almost 
abandoning the ideas of controlling other beings, and 
instead exploring the violence inherent in almost 
invisible, lightning fast blades the thickness of a grain 
of salt, brought to life by the mind. 


Over time the style was refined further, and 
made ‘civil’ by the more lawful of the world. 
Consulting clerics and druids of all forms, they 
managed to channel it through the Feywild, and even 
the Celestial Planes. They found that the thread 
changed with each variation, creating thin, light blue 
strings that glint and shimmer in light when from the 
Feywild, and bright gold and silver threads from the 
Celestial planes. This change has made the idea of 
Garrote style a bit more palatable to some, who have 
taken it up in the hope of combatting those who would 
harm others through the style. 


e At level 1 - The Puppeteer may make a 
Ranged Garrote Attack, doing 2d4 Magical 
slashing damage. To hit they must use 
Proficiency+Dex. They have disadvantage 
when attacking within 5ft. 


They may choose to do further damage, by 
expending die from their Quickfix Pool. The 
damage type is determined by the realm they 
channel through. Psychic for the Feywild, Fire 
for the Hells, Necrotic for the Shadowfell, 
Radiant for the Celestial Planes. They may 
only choose one of these realms to channel, 
and may not change the realm after the first 
use of this effect. For each D6 used a Flourish 
point must be spent. 


e At level 5 - The Puppeteer now uses 2d6 
when doing their Garrote Attack. They also 
attack twice. 
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They may also pay a Flourish Point to cut 
through non-living, non-magical, vegetable 
matter using this attack, cutting through a 
foot of material for each point of damage. 


At level 9 - The Puppeteer now uses 2d8 
when doing their Garrote Attack. They do a 
further 1d6 automatically, as though they had 
spent a Flourish Point. 


The Speed of the Puppeteer’s Garrote move as 
fast as they can react. If they succeed in 
making a Dex save to avoid damage, they take 
no damage, or take half on failing at the cost 
of 3 Flourish Points as a reaction. They fling 
their Garrote out towards a safe space within 
Wire Range, and fly there - provoking no 
opportunity attacks. If there are no safe points 
within Wire Range they can’t use this feature. 


Cutting through non-living, non-magical, 
vegetable matter now doubles the distance per 
point of damage. They may also now cut 
through non-living, non-magical, stone where 
each point of damage counts towards a foot of 
cutting. 


At level 13 - When hitting with their Garrote 
attack, a medium or smaller target must make 
a Dex save, or be thrown anywhere within 
string Range, taking another 2d8 bludgeoning 
damage if they cast against a surface. 


Cutting through non-living, non-magical, 
vegetable matter now triples the distance per 
point of damage. Cutting through non-living, 
non-magical, stone now doubles the distance 
per point of damage. They may also now cut 
through non-living, non-magical, metal 
where each point of damage counts towards 
an inch of cutting. 


At level 17 - The Puppeteer now uses 2d10 
when doing their Garrote Attack. You make 
three attacks per round. You may move Large 
targets when you make your Garrote attack, 
should they fail their Dex save. 


Beings who make melee attacks against you 
must make a Dex save or take 1d6 Slashing 
Damage, as well as 1d6 Radiant/Necrotic/Fire 
or Psychic damage, or half that on a save. 


At level 20 - Instead of gaining Substitute 
Puppet, you may use Wirewalk without the 
use of a Flourish point. 


